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ER official seal is your assurance that 
Nintendo has reviewed this product and 


that it has met our standards for excellence 
in workmanship, reliability and entertain- 
ment value. Always look for this seal when 
buying games and accessories to 

ensure complete compatibility 

with your Nintendo 





Entertainment System. 











Thank you for selecting the Nintendo Entertainment System” Pinball 
Pak. 


OBJECT OF THE GAME/GAME DESCRIPTION 


Bank off bumpers, flip double flippers, even win a bonus round. Play on 
three different game screens and be challenged at two different levels of diffi- 
culty. Rack-up points to beat your opponent and progress to the bonus 
round where you'll save the fallen maiden and win the game. 


Please read this instruction booklet to ensure proper handling of your new game, 
and then save the booklet for future reference 


7. PRECAUTIONS 


ed in places that are very 
t. t ta it ap 
‘uching the connectors, do not get them wet or dirty. Doing so may 
damage the game. 
3) Do not clean with benzene, paint thinner, alcohol or other such solvents. 
Note: In the interest of product improvement, Nintendo Entertainment System specifications 
and design are subject to change without prior not 


Nintendo of America Inc. 





2. NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 


Controller 1 
Controller 2 - 


er and 2 player games 
player in2 player games 
Controller 1/ Controller 2 


A and B Buttons 
` Operate the right flipper 
C he ball into play 
he striker (spring). 


ELECT button —START button 


d 5Control Pad 
*Op the left flipper. 


on bonus 


3tes Ma ( ario to the right. 
screen (see right) 


ario to the left. 





SELECT button 
asterisk (+) with the SELECT button to the 
1 wish to play. 


START button 


Press this button to begin. 


LL LJ m-i TO. NISh to 
ore START button. The pause ton 

' game will stop. s START button again when yox 
continue playing. The game will cc hue from where left off. 
"GAME A is designed for beginners, GAME B is designed for experts. 


3. HOW TO PLAY 


e Press either button A or B to strike the ball into play, The longer the button is 
f strike will be, 
ate the left flipper 


: A, B, and C. Scene A is the top half of the pinball play 
he lower hal lay 1 the ball fal s into 
I enters hole (13) on the B 





Mario to the left and right, 


flip the e ball c 





e The flippers d 
| extra ball is given å 


Scene A 


Scene B 


r 150,000 points 


Pinball Parts 
1) L 








Scene C 
Mario's Screen 





Rules 
Scene Å 


1) When the ball rur 
to the kara] score. 
2) If the through the 


15 through å cou 


ane (1), 


tar Irge t (3), the slot win 


on gives y 


The t 


the block po 
block pos 


e with : 


there is a bonus of 500 pts. 


(41, and all poir 


score is added 
and th 
dow (2) below it wi | stop rotati 


5 å the 


tus and the Sk post (4) 


vered when the ball goes through 


vile it 


ered when the ball goes ded 


s for each Å that appe ars. 


post (4) disstipear 
H hits Target 1 (5), 
Hf all four pla 
6) Extingu sh one light (6) for 
tinguish them all 
7) If the ball into the he 
has drop n the C sc 


r 100 pts. 


> lane 


Ye wil 


cker (7) onar 


be ejected from I 


50,000 pts, 
d 100 pts, are 


and get a 2, > 000 pt. I bonus if you ex- 


A ball that 





8) At various places along the walls 


there are kickers that strike tt X 
fully. H the ball hits these, you 10 pts. 
9) If the ball hits the bumper (B), you get 100 p 


ball powet 
es A, B, and C). 


Scene B 
1) Hit the ball into play with the s 
2) Five cards (10) are lined in å row on the screen 
ə These are originally placed fac wn. When the ball goes through the card 
lane (11) the cards are turned face up, re ing the spade mark. Each turned 
up card is worth 500 pts 
elf 5 spades are turned fac 
the block post (12) is ra 
3) If the ball falls into th 
een, see pag 
; (14) inar 


up in a row, there is a bonus of 5,000 points, and 


q breaks. A chicken (15) then 
ping p. l| e ball passes by again, the chic 
by once mor t becomes g again. 
q: become chick er will appear. It will disappear 
with the strike of the next ba 
5) If the ball hits target 2 (16), the 
100 points, If al 
(17) then appears, ar 
The game then starts over ag 


" you 
dts here, it e 





5 through the side lane (18), the closed exit opens an 


, GAME OVER is di 


} n a ball falls 
(19) on 2 

2) Move M (20) left and right to r 

3) A lady will appear walking at the t 

ə Each time the ball passes o l p (22) anges 
When all the lamps in a columr 2 same number) are the same 
color, the section of the floor (23) the e 


If the lamps all become the same 
q her to jurr she'll fall 


Mari 
varic 


doesn't 





COMPLIANCE WITH FCC REG ecole 


to radio ar 
j found to comply with the limits 
with the spe ations in Subpart J of Part 
to pr We protec 
lation ow , there is no quarante 
uipment de 


Reorient the re 
Relocate the 
Move the NE L. 
Plug the NES into a different outlet so that Control Deck and receiver are 
on differ i 
2 ser should consult the dealer or an experienced radio 
or additional suqgestions ie user may find the following book 
ed by the Fe al Communicatio ommission helpfu 
B j=] ern 
e from the U s 'nment Printing Office, Washington, 
04-000- 0034 





90-DAY LIMITED WARRANTY NINTENDO GAME PAKS 


80-DAY LIMITED WARRANTY: REPAIR/SERVIGE AFTER EXPIRATION OF WARRANTY: 


Nintendo] as to the o f the PAK 
Nintendo C e K I warranty 


Authorization numbe 
To receive this warranty service: 
Y y then record this number an th 
to the retailer. and return the 


ment ot the 
by calling: 


aharged an 


IF after pe 
determines the PAK 
your payment refunded 


WARRANTY LIMITATIONS. 


WA RRA TIE 


SE AND A ARE UBJECT TO 
IN NO EVE 3HALL 
ENTAL 
America Inc 
Service 
Avern 


Redmond, WA 


o n 
nreasonable use, mages a an may not apply 
unrelated to m orials or T rranty rights, and y 





